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1.0 Overview

TopCoder proposed to build a new community for students 13-18 years of age with long-
term goals to increase by thousands the number of U.S. students who pursue Computer Science-
related degrees, to attract and retain tens or hundreds of thousands of community participants, to
demonstrate a sustained increase in active participants' CS-related skills, and to prepare for
sustainability and program growth. In the two years of the program that were funded by
DARPA, we successfully built a gaming web site at NoNameSite.com and a community with
over 4,000 registered members and 9 completed games, along with web site activities including
avatar design and a programming tutor. A large number of the members who register (49%)
return to participate in contests.

NoNameSite.com was built by the TopCoder community of over 450,000 developers and
designers worldwide. During the two years, the development effort included:

- 438 software and graphic design development contests
- 13 projects

- 7 copilots or community project managers

- 1,031 unique competitors for those contests

- 70 countries represented

- 114 unique winners

- 23 countries represented by winners

We used the power of a software development community to build this new community
of U.S. middle school and high school students who are interested in games and activities related
to computer science. We engaged software developers from around the world, through the
power of competition, to create ideas and code that they believed would develop skills and
interest in Science, Technology, Engineering, Mathematics (STEM) generally and computer
science specifically.

NoNameSite.com is now a resource for students primarily, but also teachers, and
organizations who are interested in reaching out to or engaging with those students. We expect
the member growth to continue with partnerships, and as participation numbers increase to build
a group of sponsors to sustain the program. We have been able to create a solid foundation that

will be a platform for launching challenges and for sponsorship by industry partners.

Approved for Public Release; Distribution Unlimited.
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Some member quotes:

“Once again I appreciate the reward and I love competing on your site. Thank You. “ — bluedot

“When I finally realized what was going on, I had a good laugh. I love the idea of an evil
mummy shooting basketballs at a sarcophagus. Whoever thought up the concept for this game is
either a genius or a raving lunatic.” — spinach

“It is so exciting to be on your website!” — clover

"NNS is a tremendous resource for inspiring young people to further their studies in STEM
subject areas. The contests and zeepl are popular right now, and I am very excited about the
SoCo [School of Code] addition to the site. Well done NNS! --Heath Woodward, Computer
Teacher.”

2.0 Methods

The goals of this program were:

e To generate interest in students in middle school and high school in STEM topics
generally and Computer Science specifically.

e To create fun games that familiarize students with Computer Science topics.

e To use contests as marketing for the site and to motivate students to participate.

e To build and grow a community of middle school and high school students who are
interested in STEM generally and Computer Science specifically.

e To create a sustainable program that will be continued after DARPA funding.

To do this, we developed a web site, NoNameSite.com using an open innovation
development model. TopCoder’s development model is competition-based, meaning that
TopCoder conducts competitions to develop digital assets. TopCoder engaged its world-wide
development community, a community of (now) over 450,000 technologists, to generate ideas,
graphics, and software targeted toward U.S. middle school and high school students. By
reaching out to this community, we developed innovative ideas for the games and for web site
features to meet the program goals. At a high level, the overall approach was to use the model
that we used to build TopCoder.com and the TopCoder.com community to build this new
community. TopCoder is a successful software social network and competition web site

Approved for Public Release; Distribution Unlimited.
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primarily for college-age students and professionals that has developed and grown over the past
10 years.

We did not set out simply to build a new TopCoder, however. There are several
differences between the approach we take with developing TopCoder and our approach in
developing NoNameSite.com.

First, the new site is intended to develop interest and basic skills, rather than simply
identify and promote the best-of-the-best. Competitions to find the best-of-the-best U.S. middle
school and high school students would not serve the broader purpose of attracting more students
to STEM generally and to Computer Science specifically. We strove to create games and
competitions that would be interesting, but not intimidating, to teenagers who had perhaps latent
skills and interest in this area, but had not yet taken the time or had the opportunity to develop
those skills and interest. We therefore adapted some of the competitions to include participation
prizes and awards for achieving certain levels.

Second, we took the approach of having a number of different types of activities, with the
initial activities building skills and interest to more challenging activities, and finally having
activities that feed into a self-learning activity, such as School of Code or Zero Robotics.

Third, while TopCoder is an international site with members of all ages, this site is
focused on U.S. teenagers. These teenagers have many options for how they are going to spend
their time, and so this site needs to be a compelling alternative. In the long term, our vision for
NoNameSite is that it will be an after-school activity, so that it is not mandated by, or reliant
upon teachers. We have had some initial success reaching teenagers and receiving feedback by
working with computer science teachers, and through a partnership with EdWorks, described
further below.

Fourth, the focus on NoNameSite.com is on games and learning. The effort that the site
members spend in the activities is for them, and not for a client or customer. There is, therefore,
more of a gaming emphasis, rather than on creating actual assets for customers. That is not to
say that we would not engage the NoNameSite.com members to develop assets as an educational
competition and also to receive ideas from young Americans. We have had some initial success
in running a competition that had as an objective creating digital assets, and we intend to run
more of them, to create assets for NoNameSite.com.

Finally, a goal of NoNameSite.com is to provide an informal learning platform that can be
used to measure the progress of site visitors in playing the games and developing skills. We

Approved for Public Release; Distribution Unlimited.
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have the infrastructure to do this, and as the number of site visitors increases, we can use the data

that we collect to update and revise the games.

3.0 Assumptions

In developing the site, we assumed:

e U.S. teenagers are interested in playing video games and online games.

e We could create games that would teach Computer Science concepts.

e We could use the TopCoder development model to build the web site and games and
activities.

e We could build a web site that would attract teenagers who are using PCs and mobile
devices.

e We could use competitions as marketing to attract teenagers to these games.

e We could grow the community over 3 years with games, activities, and prizes.

e That the growth would be slow and linear in the first 3 years, and then accelerate as more
activities, games, contests, and interaction were available.

e That sponsorships would initially be one-off efforts, and then as there were more
registered members and site activity, there would be more opportunities for multiple
sponsorships.

In practice, these assumptions seemed to hold true, with the exception that DARPA
funded the program for only 2 years instead of 3, and the two years of funding was reduced from
the original contract amounts.

Teenagers who came to the web site were willing to play them. Players were able to
learn and even master the concepts presented in the games and do well at them. The TopCoder
development model successfully engaged worldwide developers to contribute ideas and code for
games and activities that would interest teenagers. The site has attracted teenagers and the
competitions have provided incentives for teenagers to play the games. The community has
grown over the 2 years of the program. We have begun to develop sponsorship opportunities

and are well-positioned for sustainability of the program.

Approved for Public Release; Distribution Unlimited.
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4.0 Procedures

We developed a basic site and launched the “Alpha” site as soon as we were able (Feb.
2011) with the idea of getting early use and testing of the site, and adding features and games
over time. We used the TopCoder competitive development methodology, which allows for a
“software factory” development model.

TopCoder has a competition platform, processes, and infrastructure that enables our
commercial customers and government agencies to engage a worldwide community of over
450,000 individual independent technology developers by conducting challenges and
competitions that provide a full lifecycle of technology application development and support,
starting from concept development through product design, requirements identification,
application development, integration with back-end systems, security and information assurance,
deployment, hosting, support, maintenance, and ongoing product management. TopCoder can
deliver all of these tasks successfully because TopCoder has an established, enormous, diverse
community and a market-based methodology that ensures that high-quality technology artifacts
are built according to a measurable, predictable, and outcomes-based model.

Over the past 10 years, TopCoder has run thousands of competitions and has developed
hundreds of technology applications for itself and its customers using this competition platform.
Each competition can be viewed as a competitive procurement in which a specification for the
desired deliverables is published along with the price to be paid for the “best” solution, and in
response developers submit the actual deliverables.

Standard competition types and deliverables formats reduce the learning curve for
participants. Prices are set based on the outcomes of previous competitions for those types of
deliverables. For most software deliverables, submissions are peer-reviewed by three reviewers
who are highly-rated in that type of competition using a rigorous scorecard, and the winner
selected based on those scores. For a few types of deliverables, the winning submission is
selected by TopCoder, the customer, or by community vote. Algorithm development
competitions may be judged based on the performance or accuracy of the algorithm, using test
data and an automated scoring method.

TopCoder’s competition-based development model is successful for a number of reasons.
One reason is that it does not depend on the knowledge or availability of any particular
individual. Another reason is that the contest judging process inherently includes a detailed

review process for assuring the quality of work. Another reason is that the platform provides a

Approved for Public Release; Distribution Unlimited.
5



framework for individuals to self-select the tasks that they want to do, and for which they are
motivated and believe that they have the ability to be successful. Another reason is that the site
provides access to a huge pool of developers who have a diversity of skills and experience that
they can bring to bear on each task at hand. Another reason is that developers are paid a fixed
price for the deliverables, and are paid only if their deliverables meet minimum criteria and are
delivered by the deadline. TopCoder successfully operates this platform for its enterprise and
government customers, and has seen their use of it continue to grow as they come to understand
the value that it brings.

Innovation projects typically are planned out in “Game Plan” schedules that show the
series of competitions planned and estimated costs for each of them. The Game Plan schedules
do not have particular individuals assigned to tasks, rather the competition participants decide by
their participation who will deliver by the deadline. We can, however, reliably predict based on
past history and the competition parameters (e.g., competition type, pricing, timing) what the
likelihood of successful completion will be, and set the competition parameters accordingly.
Each game or activity on the site was part of a project, which may have had one or more
associated game plans.

We envisioned a model for NoNameSite.com that involved games and activities to teach
students basic concepts and give them the background and information that would lead them to a
career in STEM generally and Computer Science specifically. For each web site game or
activity, we were able to use competitions to get ideas and feedback from the TopCoder
development community, and to prototype ideas and concepts, and to build for production. Each
stage in the development process was implemented by conducting competitions, getting input

and feedback from a worldwide community of developers.

Approved for Public Release; Distribution Unlimited.
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5.0 Results and Discussion

The best way to demonstrate the results is to review the site and the statistics that we
have collected about site visits and participation. The sections that follow show the web site
features and games that were developed during the program. Of course, the web site is also live
and available at www.NoNameSite.com.!

With respect to the name of the site, we selected the name NoNameSite as a placeholder,
intending to conduct a competition to name the site, so that we could have a name that would
resonate with the target audience. Our initial naming competition did not yield results that we
thought were significantly better than the placeholder name, and so we kept NoNameSite as the
name (at least for now). It has a certain irreverence that the teenagers seem to appreciate, and we
still have the option to have another naming competition as membership grows. Our naming
competition did give us the name Zeepl, which is what we named the avatars.

The color scheme of the web site was selected initially by having 3 different “skins,”
meaning color and formatting themes, and giving users the opportunity to select the one they
preferred. After about two months of trial, it became clear that one was most preferred, and
that’s the one that we continued with.

The web site has a capability for users to register using their social network (Google or
Facebook) login credentials, to make it easier for them to go from social networks to
NoNameSite, and to make the site more integrated with their usual online experience.

We initially assigned virtual last names to users, as a strategy to enhance privacy by
discouraging users from using their real names as usernames, and to provide a sense of
community, by using last names of U.S. presidents and of computer scientists. The feedback that
we received was that the users didn’t like the assigned last names, they found them hard to
remember, and even though they could choose from a list, they didn’t like that they couldn’t pick
their own usernames. As such, after the first year we dropped the requirement of the assigned

last name.

! In is worth noting that the data on the participants that could be collected was limited by Human Subjects

compliance restrictions, based on the Air Force Office of Surgeon General’s guidance to our Institutional Review
Board. For example, we were not able to use the surveys that we originally intended, in order to get approval
within the time frame of the program. Nevertheless, we were allowed to collect certain site statistics, and to
observe the activity on the web site, and we are currently working on developing survey research protocols for
review with our Institutional Review Board.
Approved for Public Release; Distribution Unlimited.
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5.1 Web Site

The home page (Figure 1) of NoNameSite.com is intended to immediately present and

draw interest of our target audience in the features offered by the site.

NONAMESIIEY NGO Home Contests Games Forums Blogs SoCo

Member Count: 3703 Fri, Dec 14, 2012 08:25 EST

mmmmmmmm

ZeepL

Power to the Zeepl

NoNameSite News
Zeepl Roadkill Current Contests Facebook Fridays

Zeepls

Power to the ZeepL

Figure 1. Home Page

The homepage of the web site went through several iterations. We now have a rotating
carousel on the main page, featuring different games and activities at the top of the page without
requiring scrolling. The carousel rotates through banners that announce news or site features,
currently an announcement of the newest game (Don’t become Roadkill — discussed below),
Facebook Fridays (a weekly promotion on Facebook), Zeepl design (shown above), SoCo (the
School of Code — also discussed below), current contests and so on. Each of the games has
distinctive characters, and we are able to use those characters in the on-site promotions.

Under the carousel is the invitation to Play Games, shown in blue at the bottom of the

graphic above. Clicking on that link brings the user to a list of the games that are available for
play.
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The next link on the page is the invitation to participate in competitions (Figure 2), shown
as the green link that says “Compete against your friends” in the screen shot below. Clicking on
that link brings users to the list of contests. It should be noted that the characters shown under

the green link in the graphic are examples of Zeepl avatars.

NOMAMESITE.COM
THE BILLIARDS GAME « I

aciaity

Insect Colony Tournament $1000

» More Details » Discuss

CSEd Week Billiards Contest $50

» More Details » Discuss

CSEd Week Treasure Hunter $50

Contest
+ More Details + Discuss
CSEd Week Mummified $50

Basketball Star

+ More Details » Discuss

CSEd Week The Ball Contest $50

+ More Details # Discuss
CSEd Week Brando Egg $50
Hunter

+ More Details » Discuss

Figure 2. Competitions

Our goal is to have at least one competition active on the site at any time, so that there is
always something for a site visitor to do. We also show the active contests and the past contests
on the main page and on the contest page, so that the users can see the types of competitions that

are offered on the site.

The main page also includes an invitation to “Win Prizes,” shown in Yellow in the
graphic below (Figure 3). Clicking this link brings the user to a page that explains how the
prizes work on the site, and the information that we need to collect to award prizes to contest
winners.

The main page also includes an invitation to design Zeepl, which are the avatars that can
be designed on the site. The Zeepl, discussed further below, provide an opportunity to learn to

Approved for Public Release; Distribution Unlimited.
9



use computers for design, another important STEM skill, and again a step towards learning more
about technology and becoming familiar with the process of designing software and technology.

CSEd Week Bewildering $50
i Booleans Contest

$$ > More Details » Discuss

- CSEd Week Into The Claw $50
Contest

> More Details » Discuss

(A View Al Contest
\ 3’ Pas

Brando Contest $150

i » More Details » Discuss
Claw Contest $500

» More Details » Discuss

Treasure Hunter Contest $500

‘. esign your own eep > More Details » Discuss

View All Contest

Figure 3. Win Prizes

The Zeepl also create an opportunity for users to customize their appearance on the site
and create community without revealing photographs of themselves. This was intended to help

protect the privacy of the users and support their creativity.

The home page also includes a description and invitation to visit SoCo, the School of

Code (Figure 4). This is the Coding School that has online lessons in programming.

d DID YOU KNOW? b4

What do you know about dolphins?

o

\‘:-:-
o

~

4« December, 2012 »

“ CSEd Week Treasure ..
Learn to COde W|th SOCO CSEd Week Billiards...
CSEd Week Into The ...
Programming concepts
Java Ehotoshop NET CSEd Week Bewilderi...
C++ _zm .
css '\ X Hllustrator el
® ") XHTML [ T

‘ﬁ e Black Friday Winners... + GO

Figure 4. School of Code
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Other features on the main page include STEM trivia, and feeds from the blogs and

forums.

5.2 NoNameSite.com Contests

Every month on NoNameSite we post contests (Figure 5) and give prizes away to the
winners. Since we launched NoNameSite, we have held 92 contests, and awarded $27,105 in
gift cards, t-shirts, cash prizes and merchandise. This includes social media contests, contests
will all our games, special referral contests, and a couple NASA sponsored contests. For each of
these contests, we developed rules and scoring mechanisms, and monitored the contests to assure
that the prizes were awarded fairly according to the rules.

Our intention was to ramp up the amount of prizes offered in the third year, in order to
drive increased traffic. With the early ending of the program, we are now working on

sponsorships to provide funding for those contests.

l Follow us on: Facebook |

NONANESHE . a o)yl Home Contests Games Forums Blogs SoCo

Contests Member Count: 3703 Fri, Dec 14, 2012 10:45 EST
Home @ Contests * View All

i = ‘ Insect Colony Tournament Select Contest aclive past
# | Flaythe Colony sirategy game. Insect Colony Tournament |Z|
t | "Ej ﬂ"f.y » Learn more about this contest
i —— l 1 eakae 3458
2 windtoki 3439
6;,,3;;&300 Facebook Fridays! Salcant 2688
ﬁ FRIDAYS! Introducing Facebook Fridays! Want to win a gift card or a 4 quisss 2378
MokameSite.com prize? [t's easyl
5 luonnos 223
» Learn more about this contest
6 zrxckyv 197
7 psii 164

Rep Program!

VWhat does that mean for you? Just tell your friends to sign up for .
NoMameSite.com with your handle as the reference during
registration and the "MWew iPad” can be all yours

# Learn more about this contest Insect Colony Tournament $1000
+ More Details  * Discuss
CSEd Week Mummified Basketball Star FEELEE I TS E ) L

Figure 5. Contests
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At the program kickoff, we received advice from educators and direction from the
program manager that the sizes of the competition prizes we had contemplated ($200 - $20,000)
were too high, and that we should use smaller prize amounts. Our contest prizes were therefore
typically in the tens or hundreds of dollars, with only an occasional larger contest with prizes in
the thousands. We did find that we were able to attract participation with these lower prize
amounts.

In the future, with sponsored competitions we may consider occasional higher prize

amounts for the marketing value, but only in connection with a larger marketing compaign.

5.3 NoNameSite.com Games

Over the two years of the program, we developed 9 games (Figure 6) for
NoNameSite.com. They are listed here and are each described further below. In each case, the
games were developed to be fun, and also to provide, or to be able to be expanded to involve
computer science skills, for example scripting or coding. Our plan is to monitor the game play
and to see which games are popular, and to develop those more fully. Also, we have a level

editor for most of the games that allows the students to develop their own game levels.

Alice in Booleanland (a.k.a. Bewildering Booleans)
Billiards

Into the Claw

Revenge of the Mummified Basketball Star

Brando the Egghunter Extraordinaire

Treasure Hunter

The Ball

Don’t Become Roadkill

Insect Colony

We currently have rudimentary “tutor” functionality in the games now, in the sense that
the levels are structured to build on skills gained in previous levels, and many of the games offer
hints when the users encounter problems.

Our intent is to expand the tutor functionality in the future so that we can provide better

help in helping the users learn the skills more quickly.
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- )
Foliow us on: Facebook | Login

s NS = ' I
| J 0)) J_.—__ NESITE . @0y Home Contests Games Forums Blogs SoCo

Member Count: 3703 Fri, Dec 14, 2012 10:46 EST

Home > Games » View Al

All Activities Member Created Activities Insect Colony Tournament $1 000
# More Details » Discuss
& Bewildering Booleans CSEd Week Billiards Contest  $50
Ai. F Just how hard can it be to turn on a light?
Ipe " # More Details » Discuss
ﬁbo!eanband Alice lives in a seemingly simple land of "true” and "false.” Yet, she
cannot quite seem to say what she means! Can you help her correct CSEd Week Treasure Hunter $50
m the sentence? Flumb the secrets of a 0 and 1 world by playing this Contest
Boolean game. Click the title to learn more!
» Click here to begin » More Details ¥ Discuss
CSEd Week Mummified $50
- Basketball Star
NONAMESITE.COM Billiards
THE BILLIARDS GAME » Show off your cool aim with a game of pool! » Miore Details » Discuss
Billiards: a game of style and finesse for players with a steady hand CSEd Week The Ball Contest $50
and a sharp eye. Our game has all that, and a little more besides - . _
You can control the game with math! Use our laser protractors to find # More Details ¢ Discuss
the angles, and enter the exact angle and force to use on the cue
ball. The player that uses the fewest strokes to finish the level scores CSEd Week Brando Egg $50
highest. Try both your sharp eye AND your sharp mind! Hunter
+ Click here to begin » More Details » Discuss
CSEd Week Bewildering $50

Figure 6. Games

5.3.1 Alice in Booleanland (Figure 7)

This game was built to help explain Boolean Logic. Alice represents a “1”” and the
Cheshire Cat represents a “0.” By clicking on either Alice or the Cheshire cat, the player is able
to satisfy the boolean logic equation. The faster the player solves it and the less clicks it takes,

the higher their score will be.
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~Alice
Pooleanla nd

&,
NOT NOT {( 9 AND éf XOR ( ( ? XOR ? AND
Pooleanland
Help Alice on the land of "true” and "false”. ? ) XOR ? AND ( ? XOR "'i} })) AND ( ( .

Help Alice Match The Correct Values!

« Q wo o5 ) Aw (« ? wo o ) w0
(&t o (& = P ) (o (it = P )
5. ® - P

Correct the Operands Match the operands
to find its true values. with the given result.

Figure 7. Alice in Booleanland

The concept of Alice in Booleanland thus is pretty simple but the levels get harder fast. It
teaches the basics of boolean algebra. Currently there are 10 level sets (groups of levels) for the
game.

In the future we plan to develop more level sets for the game, and to expand the tutorials

and in-game help. Also, we can add additional themes to help engage more students.
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5.3.2 Billiards (Figure 8)

The NoNameSite.com Billiards game is similar to the table game. The user has a cue that
is used to hit the balls with the goal of the colored balls ending up in the pockets at the side of the
table. There are features in the presentation of this billiards game that visually and
mathematically demonstrate the physics and that allow the player to perfect their aim. The
player can set specific angles, control the force of the cue stick, and even add a spin to the cue

ball. These features (Figure 9) provide a simulation of the physics aspects inherent in the game.

THE BILLIARDS GAME

. V >
eFSN®
CE

Figure 8. Billiards

There are currently 6 level sets of play in the billiards game. In the
future we plan to develop more level sets for the game, and to expand
the tutorials and in-game help. Additional future plans include making
this game a two-person game, and adding programming/scripting
features, so that the player can develop an algorithm to hit the ball into

the pocket.

Figure 9. Billiards Features

Approved for Public Release; Distribution Unlimited.
15




5.3.3 Into the Claw (Figure 10)

The Into the Claw is a modification of the traditional arcade game where the player puts
in coins and tries to pick up a doll or toy with the giant claw. This initial version of the game

requires the player to pick up the dolls in order to reach the goal number that they are given.

Don't waste your

Figure 10. Into the Claw

The claw moves up and down until the player hits the red button (Figure 11). The claw
then stops in that position and moves along the other axis until the player hits the red button
again. Then the claw drops and picks up the object that is under it (if any).

The objects (Figure 12) currently have numbers and mathematical operations (addition,
subtraction, multiplication, division). In the future, we plan to expand the mathematical
operations to use other types of operations such as patterns, computer logic operations, and lines

of code. This game can be used with any type of ordered operations.
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Grab the dolls in the right order to equal the value.
Move the claw to pick a doll

Press the button to move claw side to side (X-axis)
Press again to move claw Up & Down (Y-axis) Press
once more to grab the doll

Figure 11. Claw Movement

CREDITS

Figure 12. Claw Objects

We also plan to add more level sets for the game, and to expand the tutorials and in-game help.
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5.3.4 Revenge of the Mummified Basketball Star (Figure 13)

In this physics game, the player builds a fort around their treasure so the mummy does
not destroy it by throwing basketballs at it. The player is given a certain amount of materials

based on the level that include metal pipes, stones, and wooden beams. The stronger the fort is

the better chance the player has in advancing to the next round.

Figure 13. Revenge

Figure 14. Revenge Tools
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The player uses logic and understanding of the tools that are available to figure out which
types of materials can be used to protect from the basketball attack (Figure 14).

Figure 15. Revenge Level 1

In the future we plan to develop more level sets (Figure 15) for the game, and to expand
the tutorials and in-game help. We also see possibilities for adding additional materials, and for
allowing a player to control the basketball-throwing mummy, which would also allow it to be a

two-player game. Ultimately, both sides could be controlled by programming or scripting.
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5.3.5 Brando the Egghunter Extraordinaire

In the Brando game (Figure 16), the player is tasked with helping the rock climbing character
Brando to collect all the eggs on a cliff by giving him instructions as to what angles and how

many steps he needs to take. If the angles are too difficult the protractor can help.

Send Brando directions by typing them into the text-message line (he can't hear you all the way
over there, with echo and all). To keep things brief you must give him directions in a special way:

/ Use the protractor for help!

Give the direction by typing a
command into smooth operator!

FD # Forward [#Number unit to move]
RT# Tum Right [#Number unit to move]
LT# Tumn Left [#:Number unit to move]

REPEAT # Repeat [# Times]

Figure 16. Brando

The player develops a script that allows them to collect all of the eggs. The player has to
think about the most efficient path to cover the egg locations. In the initial level sets (Figure 17),
the egg locations are set on corners of regular geometric shapes, thereby including geometry in

the activity.
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BRANDO' - rma oS0

If I can do a square, I
P could get all the eggs.

y 2T

Figure 17. Brando Initial Level

In the future we plan to develop more level sets for the game, and to expand the tutorials

and in-game help.

Approved for Public Release; Distribution Unlimited.
21



5.3.6 Treasure Hunter (Figure 18)

In this game the player needs to direct their pirate to the treasure by laying out a path and

getting past obstacles.

Treasure Hunter
Month Long Contesty

Figure 18. Treasure Hunter

This is a different scripting game, that is more sophisticated than Brando in that there are
actions that must be included, such as swimming or jumping. Also, the focus is not on getting to
all of the points most efficiently (which is the goal of Brando) but rather to get to the end goal
through a set of obstacles (Figure 19). This is intended to be more analogous to basic robot

programming.

— Before
=t=Beginla
==Journey;

Figure 19. Treasure Hunter End Goal
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When the pirate gets to the goal, the key unlocks the treasure chest.

Lével 1 ‘ B oiection

Total Point: 558 : @ g

Jow,To Play
Main Menu

e Main‘Gommand
DRI S Resety,

Execute

Time: 0:51

Figure 20. Treasure Hunter Level 1
In the future we plan to develop more level sets (Figure 20) for the game, and to expand
the tutorials and in-game help. We also can add more complicated landscapes and additional
activities that can be required, such as getting the key from one location and then using it in
another location to open the treasure chest. The use of subroutines can be expanded to allow for

reuse of code.
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5.3.7 The Ball (Figure 21)

The Ball is an online scavenger hunt that is played with a web browser. After reading the
hints, the user combs the given website page(s) to find the hidden ball and to move on to the next

site.

@yeALLHUN

How to Play

Figure 21. The Ball

When the game is launched, a game bar appears at the top of the web page to provide the
hint and also to communicate when the Ball on that page has been found. The game is intended
to motivate players to read the web pages that are part of the hunt, and specifically to find the
lines of text that are part of the hunt. The bar at the top of the page (Figure 22) also shows
progress of this user and potentially other users.

This is a very exciting game, because it can bring visitors to web sites that are desired by
the contest sponsor(s). We developed a variety of hunts for use in contests with a variety of

topics, including computer science web sites and other STEM sites.
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Figure 22. The Ball Status

In the future we plan to develop more hunts for the game, and to combine the hunts with
web pages specific to particular topics of interest. We also will conduct contests to motivate

NoNameSite members to come up with hunts to post and share with friends.
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5.3.8 Insect Colony (Figure 23)

Insect Colony is strategy game in which users build and defend a colony base. In the
game, they control characters (bees or ants) to perform tasks, interact with other characters via
artificial intelligence (Al) and physics engines, earn points, make decisions, and advance to
enhanced levels.

USING THE CODE EDEIOR

MENU EDITOR

CODE EDITOR MISSION

HELP EXECUTE

Figure 23. Insect Colony

There are a variety of missions (Figure 24) that each require different tasks to be

completed, for example to gather stacks of wood and move them to the other side of a field.

REWARDS OF COMPLETING THIS LEVEL Lf 100 § 400

YOUR MISSION

WHO SAID THE LIFE OF AN ANT WAS EASYP NO ONE. BUT SOME TASKS ARE HARDER THAN OTHERS, AND THIS IS ONE OF
THE EASIER ONES.

"THIS IS A TRAINING EXERCISE," THEY SAID. "JUST MOVE THOSE THREE STACKS OF WOOD ACROSS THE FIELD AND
YOU'RE DONE."

YEAH, RIGHT. TRAINING EXERCISE. AS IF THERE WEREN'T SOME PURPOSE TO MOVING THE WOOD. THEY HAVE TO BE
LINED UP JUST SO, DON'T THEYP THAT CAN'T BE AN ACCIDENT. AND THE FACT THAT THE STACKS OF WOOD ARE
ALREADY LINED UP TO BEGIN WITH, THAT 'S NO ACCIDENT EITHER. THERE MUST BE A SCHEME BEHIND IT ALL.

NEVER MIND THAT. LET'S KEEP IT SIMPLE FOR NOW AND JUST MOVE THOSE STACKS OF WOOD ONE BY ONE. IF 0

Figure 24. Insect Colony Missions

Approved for Public Release; Distribution Unlimited.
26



The players write scripts that perform the tasks in an automated fashion using a drag-and-

drop code editor (Figure 25).

X CLOSEEDITOR

VARIABLES

regurgitate m

SCRIPT BLOCKS SCRIPT TEXT

Figure 25. Insect Colony Editor

TR —

In the future we plan to develop more level sets for the game, and to expand the tutorials

and in-game help. We can make this a two player game and also make it possible for users to

design game levels.
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5.3.9 Don’t Become Roadkill (Beta)

In this game (Figure 26), the player needs to safely bring critters across the road. In this
initial version, the player clicks where the critter should go, and if it is possible to go there, given
the obstacles such as trees and signs, the critters will move to that location. The critters need to

avoid being hit by the vehicles travelling across the road.

Figure 26. Don’t Become Roadkill

In this initial version, there are 5 types of creatures, each has their own speed and sensing
capabilities. In some cases, a creature will need to bring other creatures across the road with

them, making travel more difficult.
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For example, in the level shown below (Figure 27), the group of raccoons in the top
center (at approximately 12:00) need to get across to the flag on the left (at approximately 9:00).

evel 178 pamages Bill
g =0 e [

g
A
e
A

Figure 27. Don’t Become Roadkill Level 3

This game is in Beta, and we are making changes based on user feedback. Our long-term
goal with this game is to make it a programming game similar to Insect Colony, where the player
provides drag-and-drop programs to direct the critters across the road based on information from
sensors and their understanding of the critter capabilities.

In the future we also plan to develop more level sets for the game, and to expand the

tutorials and in-game help.
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5.4 NoNameSite.com Forums:

NoNameSite.com has forums for discussion with the community (Figure 28). There
is a forum dedicated to every activity and game giving our members a place to ask questions and

get help. They are monitored daily and responses returned promptly, which helps to build

Communlty.
——
Follow us on: Facebook | Login W
e MESITE :
JJ ) J_,’—_ NESI J E . r"rjlu-! Home Contests Games Forums Blogs SoCo

Member Count: 3703 Fr, Dec 14, 2012 10:48 EST

Home * Forums

Search

Anything Under The Sun

Topics Replies Last Poster
Anything and Everything Fri, Oct 19, 2012 08:14 EST
Ask questions or comment on any 41 g2 REF- Program Winners Anncunced!
topic here. by jdamato

Prizes Discussion Tue, Apr 17, 2012 11:59 EST

Discuss the prizes on 2 1 Prizes Evaluation
MoMameSite.com and what you'd

by stirfryL
like to see when you win. ks
Features Activities and Contests
Topics Replies Last Poster
Alice in BooleanLand Fri, Now 23, 2012 13:18 EST
Discuss the Alice in BooleanLand 11 13 order of operations
activity here. by spinach

Figure 28. Community Forums

These forums have been useful for communicating with members and receiving
feedback, but they have not been as active as we would have expected. In part, we think that this
is because the target audience is more used to using Facebook and other tools for these types of
community interaction. We are currently considering ways to integrate this communication with

social media.
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5.5 NoNameSite.com Blog:

On the NoNameSite blog (Figure 29), we give the members updates on contests, winners,
and upcoming promotions. This is a place for site announcements, and is also reflected on the

front page.

—
Follow us on: Facebook | Log in m

NONA

l"fuun‘ Home Contests Games Forums Blogs SoCo

Blogs Member Count: 3703 7, Dec 14, 2012 10:49 EST
Home * Blogs @ View All

[Tl Black Friday Winners Announced!!

m posted by jdamalo on Wed Nov 28, 2012 5.02 P

Congratulations to all our Black Friday winners!! Black Friday Billiards predader fygamer appkiwi peteyjefferson jsun dwkangjefferson jhirew zrchyv dlindert
cardplay Black Friday Booleans predader peteyjefferson jsun cardplay milan miller dwkangjefferson spinach bluedot znxckyv  Black Friday Into the Claw
cardplay dwkangjefferson rdarl peteyjefferson spinach koding zyxkyv Blact Friday.

» Learn more about this Blog

[l CSEdWeek Contest Details!

m posted by impld40 en Mon,Nov 28, 2012 8:59 P

CSEDWeek is coming soon, December 9 - 15, 2012, We've got games, prizes, prizes, and some mare prizes! Contests happening December 8 - 15, 10:00
am.-10:00 a.m. ET. Brando the Egg Hunter Extraordinaire Alice in Booleanland Revenge of the Mummified Basketoall Star Treasure Hunter Billiards The Ball
Into the Claw Each of these above contests will award $50 to the top three scores. Our Level Editor...

» Learn more about this Blog
[ Don't Shop on Black Friday, Earn Shopping Money!

m posted by jmpld40 on Tue Nov 13, 2012 4:52 PM

Mextweek is my favorite holiday. Thanksgiving! Yum! Check our Facebook page on Thanksgiving as we're giving away t-shirts. All you have to do is tell us what

Figure 29. Blog
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5.6 NoNameSite.com SoCo

SoCo (Figure 30), the NoNameSite.com School of Code, was built to teach and
encourage students to learn how to code and to achieve this in a fun, creative way. By using a
system that makes a game out of learning to code with scores, badges, and achievements,

students with no programming experience can be motivated to complete lessons and master

the basics.

7
S0CO

Figure 30. SOCO

Lessons start off with very basic coding and logic so even members with no
programming experience can participate. A simple, drag and drop interface (Figure 31) makes
the lesson easy to follow. Tasks and projects will increase in difficulty as the students move

deeper into the process of learning how to program.

Welcome jessied

0 MESITE O
JJ‘,/‘J J}ﬂf ES J E l’_ fjw““ Home Contests Games Forums Blogs My Account SoCo

Member Count: 3703 Fri, Dec 14, 2012 10:51 EST

n Scoreboard

Programming concepts

Featured Lesson
@ —— Photoshop
anvas. Basic Figures
. .NET
This lesson shows how to use HTMLS canvas to draw and fill basic
figures using opened envelope as an example. \ doxx lllustrator

XHTML

Javascript

00

Figure 31. SOCO Lesson
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The SoCo activity currently features:

- 76 beginner lessons

- A scoreboard to show top members

- Profile page to show personal statistics, badges, and achievements

- Sharing mechanisms for posting your scores or our lessons to social media
- Forums for questions and community feedback

Coming soon:

- More instructions and information about the code

- More content for learning

- More lessons

- The option to get other professionals involved with creating lessons and providing
support

Example lesson:

Basic Arithmetic Operations

This lesson shows usage of basic arithmetic operations in Javascript.

E Javascript @& 30 minutes I 0 Related Project(s)
Step-by-5Step Instructions
1. Dragthe “when program runs” block from the Control section and drop it to the canvas.

¥when program runs

Figure 32. SOCO Basic Arithmetic

You’re given step by step instructions (Figure 32) asking you to drag the coding blocks to the

coding box.
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Tao answer the questions, just drag the answers from the Tools box and drop them in the Question box

vwhen program runs
number_1 number_=

f
variable number_1 1001 ]

b
variable number_2 20 [& ]

o e 1
alert| tostring number_1 |*| number_ =

L ) J

Figure 33. SOCO Design
After you drag any blocks in (Figure 33) you can click on the coding tab (Figure 34) to see the

code generated and the results (Figure 35).

This code is generated from the design

TEE=ER e

function _start(} [
local.nurber 1 = 10
local.numbker 2 = 20
window.alert (({local.number 1 * local.number 2).toString());

o
Il

a:

o OF W= L Ba

_atart();

Figure 34. SOCO Code
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New All Lessons
ii‘ 4 2S50Ns are snow

All Lessons are shown here Filter By Difficulty: [¥] Beginner [/] Regular
: Points & :
Mode & Lesson Name Lesson Details Badges Operations
E DRAFT
0 pts
@ 0 minutes
0

[ 0Related Project(s) ~ Dadge(s)

Basic Environment B Javascript Sk EditLesson
a Sensing IV 100 pts
2 -
Z  Inthis lesson we will create a e 30 minutes Q Preview Lesson
E rounded button as opposedto 2
m the previous lesson, which uses
a simple rectangle. M 0Related Project(s) ~ °3998(s) ¥ Delete Lesson
Basics of Tweeting B Javascript

1 UU pte " Edit Lesson

Figure 35. Results
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5.7 NoNameSite.com Registration:

The NoNameSite registration page (Figure 36) follows the research protocol that was
reviewed by our IRB and the Air Force. The registration page is simple and includes only

minimal information.

I Follow us on: Facebook | Twitte Login 5%5

NONAMESIHE . (:(JJ.._/'JI Home Contests Games Forums Blogs SoCo

Member Count: 3703 Fn, Dec 14, 2012 10:54 EST

Home

RegiSter 2§ Register with Google Account [ Register with Facebook Account
Username
Password Strength: mm mm mm =

Confirm Password

Email Address

Role Student |Z|
Date of Birth (MM-DD-YY'YY)
Hoama s tear ot ]

Want to receive notification g, v,

®
email? LIE

I have read and agree with the Terms & Conditions of CS-STEM.

Figure 36. Registration Page
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5.8 NoNameSite.com Profile Page

A user’s public profile (Figure 37) on NoNameSite includes information about their
performance on different activities and their avatar, if they have associated their account with

one. The user’s real name is not included in their public profile.

Follow us on: Facebook | Twitter Welcome supergrl | Logout

| J 0)) J_,’— 'Ll = :}J'J‘ = . - '(jj.""jjl Home Contests Games Forums Blogs My Account SoCo

Public Profile Member Count: 3704 Fri, Dec 14, 2012 11:07 EST

Home > Public Profile

Achievements & Standings in Activities supergrl

Alice in the Booleanland User's Current Rank: 408 ~
Brando Egg Hunter User's Current Rank: 168 ~
Into the Claw User's Current Rank: 22 ~

Member since: December 14, 2012
Total # of Posts: N/A

Daily Average: N/A
Latest Post: NIA

Figure 37. Public Profile

Approved for Public Release; Distribution Unlimited.
37



5.9 Zeepl

Zeepl (Figure 38) are the NoNameSite avatars. We built this feature to allow the
members to personalize their profile page, and also to introduce members who are interested to
digital design. Members can custom-build their Zeepl and even design items to give to their

Zeepl.

50 100 [150 [200 [250 [300  [350"

& JAielyoukan
AT SRS ob, e ESRIHING CesOner?

Desidn items for. our. NoNameSite.com Zeepl

x

Power to the Zeepl

Figure 38. Zeepl
A Zeepl design tool (Figure 39) allows the members to customizer their Avatar. The

Avatar can be downloaded and used in other social networks as well.

ZESpL s

[ Create | Top Zeepl Welcome m
o jmpld4o #
Power to the ZeepL

Power to the ZeepL

Figure 39. Zeepl Design Tool
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Recently designed Zeepl, and Zeepl that have been liked by the most other members are
shown on the Zeepl page (Figure 40).

' Member Count: 3727 Mon, Dec 17, 2

O O H Wel e : .a;
ZQg pL Create Top Zeepl Design Zeepl Gear We 5%%@45 ;@'ﬂ
Power to the ZeepL

Top Zeepl
harden i) Candy Cane
Designed by harden Jane
. T — Designed by jmpld40
B 0 comments . Soumes . 1 favourites
& 90 views B D compeie 8 0 comments
&8 Glikes ¥ f :;::SWS & 15views

& 2iikes

Figure 40. Zeepl Page

The Zeepl design screen (Figure 41) allows for selection of skin tone, hair style, facial

emotional expression, clothes, accessories, and backgrounds. If the player does not find a choice
that they are happy with, the player can design and submit their own.

)" SkinTone | Hair Style Emotions | Clothes Accessories | Backgrounds lgsAVE' ) START OVER

¢ Recently Created

Figure 41. Zeepl Design Screen
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5.10 NoNameSite.com Event Calendar

Follow us on: Facebook | Welcome supergrl | Logout

C WVTES = f
| J'_/‘J J_"—___/J;_J_ J L . r" I(/'lf! Home Contests Games Forums Blogs My Account SoCo

Member Count: 3704 Fn, Dec 14, 2012 11:11 EST

MONAMESTECOM

THE BILLIARDS GAME » L
. - - Aﬁce? {
- Pooleanband
CSEd Week Billiards CSEd Week Into The CSEd Week CSEd Week
Contest Claw Contest Bewildering Treasure Hunter
Booleans Contest Contest

December, 2012

Figure 42. Event Calendar

We recently built a calendar (Figure 42) to showcase when upcoming contests are and

allow the members to set reminders (Figure 43).

il
3 4 3 6 i 8 9 4
| —

3

share the calentor [ “ e P o]

Figure 43. Reminders
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5.11 Level Editor

A level editor (Figure 44) allows members to create and share levels to the games they

enjoy playing on NoNameSite. The level editor is available for 6 of our 9 games.

Create New Level Set xr

For Which Game would you like to create New Level Set?

Select -
Select

Alice

Brando

Billiards

Mummified Basketball

Into the Claw

Treasure Hunter

Figure 44. Level Editor

The level editor provides a simple way for the members to think about the games from
the point of view of a game creator, not just a game player. Each game level is defined as a set
of text or numeric characters that are then converted into the game level.

For example, for the Alice in Booleanland game (Figure 45), the expression to be solved
is provided in mathematical notation, with the desired answer. Other game conditions are also

specified.
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Levelsin <<ALICE level set 1>> W “

& - AND, | - Hot

Expression:

1&1[1[1&0 =1

Example:1&1[1

Max Toggles: 10
Elapse: 5

Teggles: 2

Figure 45. Level Editor for Alice

Once completed, the new level can be tested by the game level developer (Figure 46).

The level has been saved successfully!

Figure 46. Level Editor Test
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5.12 Analytics

Below (Figures 47-48) are site analytics from Google analytics. These are straight web site
analytics for the time period of February 2011 — December 2012

25,374 people visited this site

whibsshois Visits: 49,753

Jubek i Unique Visitors: 25,374
assll.y Pageviews: 357,589
ahlwibld Pages / Visit: 7.19

wMisns  Avg. Visit Duration: 00:08:11
Mlévmtws Bounce Rate: 32.73%
MW o New Visits: 50.95%

m 51.09% New Visitor
25,417 Visits

' m 48.91% Returning Visitor

24,336 Visits

Region
1. Wirginia
2. Ohio

' 3. South Carolina
A’ 4. Connecticut
‘ 5. California

6. Mew York

7. Texas

8. Pennsylvania

9. Florida

10. Massachusetts

Figure 47. Site Analytics
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49,753 people visited this site

m 11.82% Search Traffic
5,882 Visits

m 34.49% Referral Traffic
17,160 Visits

m 53.69% Direct Traffic
25,711 Visits

Figure 48. Site Analytics
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5.13 Social Media Outreach (Figure 49)

Social media, in particular Facebook and Twitter, have proved to be important in gaining
new NoNameSite.com members in our target age group. Currently we have more than 14,000

fans on our Facebook Page.

WE'RE

JOIN US AS WE CELEBRATE
GIVING AWAY

CSEd =W £l

IN PRIZES PLUS
T-SHIRTS!

|g Prizes, & T-shirts

NINS

ONAMESITE ® COIl NoNameSite.com | v tiked | | % ~ |

14,320 likes - 40 talking about this

Computers/Technology F US AS WE CELESRATE SODY US &S WE CELESRATE

Games, Prizes, & No Name! CméEd ﬁ 14,320 CSEd- =

About Photos Likes Events

Figure 49. Outreach

On Facebook we start discussions, encourage game play, and give out prizes for our fans. The
majority of our new members come from Facebook. Our “Facebook Friday” contests invite our

Facebook fans to play a NoNameSite game.
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5.14 NoNameSite.com EDWorks Pilot Program

In the spring of 2012, NoNameSite.com collaborated with EDWorks, a subsidiary of
KnowledgeWorks. EDWorks has initiatives to transform underperforming schools. We
organized four-week competitions directed to three EDWorks schools. The schools invited their
students to register and participate in four contests on NoNameSite.com. The winners of the
contests won prizes and the teachers with the most students participating also won a prize. They
participated in 4 games, Alice in Booleanland, Brando the Egg Hunter Extraodinaire, Billiards,
and Into the Claw.

An online leaderboard (Figure 50) was updated daily so that students can see how they
are ranking. The Participating schools in this event were: Central Collegiate Academy in Detroit,
Michigan; Encore: Arts, Communication and Design Academy at Reynoldsburg High School in
Reynoldsburg, Ohio; and the Health Science and Human Service Academy at Reynoldsburg
High School in Reynoldsburg, Ohio.
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Leaderboard, Into the Claw Contest, Final Scores Posted on May 21, 2012

Into the Claw Contest (May 14~ 21, 2012)

Handle | Score | School

shawnbr 6906 Health Scienceand Human Service Academyat Reynoldsburg High School
xninja 5728 Health Scienceand Human Service Academy at Reynoldsburg High School
noname £578 Health Scienceand Human Service Academyat Reynoldsburg High School
chicken 4662 Health Scienceand HumanService Academy at Reynoldsburg High School
allllii 4510 Health Scienceand Human Service Academy at Reynoldsburg High School

Leaderboard, Teachers and Student Participation, Final Scores posted on May 21, 2012

Teachers With the Most Student Participation at Health Science and
Human Service Academy at Reynoldsburg High School

Handle | School Participating Students
Health Scienceand Human Service Academyat

mrsm Reynoldsburg High School 141
Health Scienceand Human Service Academyat

bergeron Reynoldsburg High School 133
Healch Scienceand Human Service Academyat

mrst Reynoldsburg High School 61

Teachers With the Most Student Participation at Encore: Arts,

Communication & Design Academy at Reynoldsburg High School

Handle | School Participating Students
Encore: Arts, Communication& Design Academy

freefree at Reynoldsburg High School 77
Encore: Arts, Communication & Design Academy

talexa at Reynoldsburg High School 4

Figure 50. Leaderboard

http://knowledgeworks.org/worldoflearning/gaining-stem-skills-via-video-games/
http://www.edworkspartners.org/topcoder

The program was a success as it was a welcome break to the impending school year
end. The students enjoyed participating in the contests and the teachers liked the
games as an addition to their lessons.

Program end statistics:

e $1,900 in prizes awarded to teachers and students at HS2 and Encore
academies
e 416 students participated in at least one game
5 teachers from 2 schools participated. 2 teachers won an iPad3
e 13 different students won at least $25 Amazon.com gift cards. 1 student from
Encore and 12 from HS2 were winners
o 2 students won $100 in Amazon.com gift cards
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o 3 students won $50 in Amazon.com gift cards

Program quotes from two teachers:

“The pilot was fun for both teachers and students. | loved seeing my students receive
gift cards on a weekly basis. Thank you for sparking an interest in my students that
was needed at the end of the year which is normally the time they burn out.”

“This is very cool! A great opportunity for our schools. Thanks for all you did to help
kids!”

We are currently working with EDWorks to repeat this program in the spring of 2013. The
program will consist of evaluations about NoNameSite, a number of contests with the
NoNameSite games, as well as an idea generation contest.
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TechOlympics (Figure 51)

We are also partnering with TechOlympics in Cincinnati, OH for the second year in a
row to provide games for use at the event as well as a game/design competition. TechOlympics
is a collaborative effort of Greater Cincinnati regional businesses and educators interested in
exposing local high school students to college and career opportunities in high technology fields.
Presented by the InterAlliance of Greater Cincinnati and The Kroger Company, and sponsored
by many local and national companies, this 3 day conference will showcase technology careers
in a fun, engaging and safe environment at the Millennium Hotel in downtown Cincinnati on
Friday, February 22nd through Sunday, February 24™, 2013.

TechOlympics Idea and Storyboard Contest!

' ‘ \ MR 4

Insect Colony 4 | = Y

would be an even ‘ /
better game if

Figure 51. TechOlympics

Approved for Public Release; Distribution Unlimited.
49



6.0 Sustainability

One of the goals of the program is sustainability. TopCoder has a sustainability plan for
this program that it is currently working on. In the short term, the sustainability comes from
sponsorship by TopCoder, with work on developing sponsorships and conducting competitions
for government customers, sponsorships and conducting competitions for commercial customers,
and industry partnerships. Over time, as membership grows, we expect it to become possible to
sell site sponsorships and appropriate advertising to the participants.

We view NoNameSite.com as an ideal platform for government competitions that involve
middle and high school students. Many agencies are seeking to hold competitions that interest
middle school and high-school students. NoNameSite.com provides an online infrastructure for
conducting these competitions. We were able to include several of these types of competitions
and sponsorships to the Marketing and Promotions that TopCoder offers through GSA Schedule
541-4G, which should make it easy for government agencies to purchase, particularly for
sponsorships for under $100.

We see interest from commercial customers in promoting STEM, and for hiring more
U.S. computer scientists. For those reasons several commercial companies have expressed
interest in sponsoring the site or particular competitions. For example, we have proposed a long-
term sponsorship to an industry organization that is interested in have NoNameSite develop and
host games related to their organizations’ subject matter.

We also are looking to develop more partnerships with organizations like EdWorks, who
are interested in using the competitions as incentives for their students to learn and become
familiar with STEM.

As membership grows, and we have large numbers of site visitors every day, it will be

possible to sell site sponsorships and include appropriate advertising on the site.

7.0 Conclusion

This effort built a new on-line community for students 13-18 years of age with long-term goals
to increase by thousands the number of U.S. students who pursue Computer Science (CS)-related
degrees. It made progress to attract and retain tens or hundreds of thousands of community
participants, to demonstrate a sustained increase in active participants' CS-related skills, and to
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prepare for sustainability and program growth. In the two years of the program, it successfully
built a CS-related gaming web site at NoNameSite.com and a community with over 4,000
registered members. The effort completed 9 CS-related games and web site activities that
include avatar design and a programming tutor. A significant number of the members who

registered (49%) return to participate in contests.
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8.0 Acronyms

AFRL Air Force Research Laboratory

CS Computer Science

DARPA Defense Advanced Research Projects Agency
SoCo School of Code

STEM Science, Technology, Engineering & Mathematics
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